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ARENDELLE, THE FROZEN LAND 


Domain of Frozen Hearts 

Darklord: Elsa 

Genres: Disaster Horror and Body Horror 
Hallmarks: Cold, Hunger, Survival, Callous Brutality. 


Mist Talismans: Crystals, woodcarvings, ice shards. 


Report ©: ARENDELLE 


I KNEW TO EXPECT THE COLD WHEN I ENTERED 
ARENDELLE, BUT NOTHING COULD TRULY PREPARE ME 
FOR WHAT I FELT WHEN THE Mists BECAME SNOW. 
To SAY THAT ARENDELLE IS COLD IS TO SAY THAT 
Har’AKIR DOESN'T GET MUCH RAIN. I FELT AN ODD 
RESISTANCE WHEN I BLINKED; IT TOOK ME A MOMENT 
TO REALIZE THAT THE WIND FIRST MADE MY EYES 
WATER AND THEN FROZE MY LASHES TOGETHER WHEN 
I cLosep THEM. THE ARENDELLIANS SAY THAT ICE 
HAS A MAGIC THAT CAN'T BE CONTROLLED, STRONGER 
THAN A HUNDRED MEN, AND WHEN I ENTERED THE 
CAPITAL CITY, I BELIEVED IT. THE WINTER HAS 
FROZEN THE HOMES AND HEARTS OF ALL WHO LIVE 
HERE, AND I DOUBT THAT ANY SPRING WILL EVER COME 
TO THAW ТНЕМ.. 


NOTEWORTHY FEATURES 
Those familiar with Arendelle know the following facts: 


e Arendelle was for many years a small but prosperous 
nation in a northern clime. This changed at the 
coronation of Queen Elsa. 

• Because Elsa had been a recluse since childhood, the 
coronation was the first time many of the citizens had 
seen her or her sister Princess Anna. Something went 
wrong during the coronation, and Elsa froze Arendelle 
into eternal winter. 

• Elsa escaped to the North Mountain, building a palace of 
Ice and launching attacks on Arendelle castle. In one of 
those attacks, Princess Anna was frozen. 

• Anna's widower, Prince Hans of the Southern Isles, was 
accepted as king by the terrified populace, and has ruled 
them these past years, making terrible sacrifices to keep 
the struggling population alive in the face of the eternal 
winter. 

• The hardship and privation has coarsened the people 
of Arendelle, making them a cold and ruthless people 
desperate to survive. 

• Elsa's snow golems and ice zombies patrol large sections 
of the forests around the city, and many who leave the 
city to forage for food or supplies never return. 


SETTLEMENTS AND SITES 


THE VAST MAJORITY OF ARENDELLE IS A FROZEN 
WASTELAND. MOST OF THE PEOPLE HAVE CROWDED TO 
THE CAPITAL CITY TO TAKE ADVANTAGE OF THE FOOD 
AND SUPPLIES THAT HANS DISTRIBUTES TO THEM, BUT 
LIVING IN SUCH CLOSE PROXIMITY IS NOT WITHOUT 


DANGER. WITH RESOURCES SO SCARCE, ARENDELLIANS 
ARE MISERLY AND DISTRUSTFUL AT BEST, PARANOID 
AND AGGRESSIVE AT WORST, AND HOARDING AND 
THEFT ARE COMMONPLACE. TO MAKE MATTERS WORSE, 
WHEN THE FOOD SUPPLIES RUN LOW, THERE ARE...LESS 
SAVORY MEANS OF FINDING NOURISHMENT. THERE ARE 
NO MORE PETS OR LIVESTOCK WITHIN THE CITY LIMITS, 
AND I WAS TOLD THAT I WOULD BE TAKING MY LIFE 
INTO MY HANDS BY GOING OUT ALONE AT NIGHT—AND 
PUTTING IT ON SOMEONE ELSE’S DINNER PLATE. 


REcENTLY, HANS HAS ATTEMPTED TO RALLY THE 
PEOPLE AGAINST THE SMALL COMMUNITY OF FIRBOLGS 
THAT DWELL IN THE VALLEY OF THE LIVING Rock, 
CLAIMING THAT THEIR MAGIC CATALYZED QUEEN 
ELsA’s POWERS AND HER DESCENT INTO MADNESS. I 
SUSPECT THAT IT HAS MORE TO DO WITH THE VALLEY’S 
STEAM VENTS, WHICH HAVE LEFT THE FIRBOLGS 
ALMOST UNTOUCHED BY THE ENDLESS WINTER—FURTHER 
PROOF OF COLLUSION, TO HANS. RUMOR HAS IT THAT 
ELSA’S PARENTS TOOK HER TO THE FIRBOLGS AS 

A CHILD, SO I CANNOT RULE OUT THE POSSIBILITY 
THAT THEY IMBUED HER WITH HER POWER, BUT IF 
THEY DO HAVE THAT LEVEL OF MAGICAL STRENGTH, 
THEY ARE REMARKABLY PASSIVE. THEY SEEM TO 

WANT NOTHING BUT FOR THE HUMANS TO LEAVE THEM 
ALONE—UNDERSTANDABLE, GIVEN THE ARENDELLIANS’ 
DESPERATE AVARICE. 


WHEN I VENTURED INTO THE MOUNTAINS TO FIND 
QuEeN ELSA FOR MYSELF, I LEARNED WHY THE PEOPLE 
WOULD RATHER RISK THE DANGERS OF THEIR FELLOW 
CITIZENS WITHIN THE CITY THAN THOSE OF THE LAND 
WITHOUT. THE WIND AND COLD, ALTHOUGH TERRIBLE, 
WERE ONLY PART OF THE DANGER. MASSIVE SNOW 
GOLEMS LURKED IN THE WASTELAND, THEIR BODIES 
CONCEALED BY THE BLIZZARD UNTIL IT WAS ALMOST 
TOO LATE, WAITING TO SNATCH UP UNSUSPECTING 
TRAVELERS AND TAKE THEM TO ELSA’S CASTLE. SOME 
OF THE ICE, DIRECT FROM ELSA’S HAND, THRUMMED 
WITH NECROMANCY—ACCORDING TO THE ARENDELLIANS, 
TO BE STRUCK BY ONE OF THOSE FRAGMENTS WAS TO 
DIE IN AGONY. AND THEN, OF COURSE, THERE WERE 
THE RESULTS OF HER EXPERIMENTS. NONE OF THEM 
HAD SURVIVED...BUT THAT DID NOT STOP THEM FROM 
WANDERING THE LANDSCAPE, DOING THE BIDDING OF 
THEIR FROZEN QUEEN. 
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Arendelle is a land of eternal winter, with a population 
slowly choked by Elsa's forces and the freezing starvation 
of that winter. They are convinced Elsa is the source of 
this winter, and have launched several failed attacks against 
her castle on the North Mountain. In recent years, King 
Hans has shifted his focus to scouting the thermal vents 

in the Valley of the Living Rock as a potential new home 
for his people. This has caused escalating tension with the 
Valley's native Firbolg population, and some whisper that 
Hans is deliberately provoking a conflict with the Firbolg 
in order to distract his people from their futile quest to 
defeat Elsa. 


ARENDELLE VILLAGE 


A cold and starving place, Arendelle village has become 

a refugee camp for almost all of the surviving human 
population, who are locked in an increasingly desperate 
struggle for daily survival. Some whisper there are 
villagers who have turned to dark, forbidden means to fill 
their empty stomachs and warm their blood. King Hans 
has, with pronounced reluctance, taken more and more 
power and now controls almost every aspect of life for the 
people of Arendelle--work details, military conscriptions, 
ration distribution, and the brutally efficient justice system. 
Food hoarders, work-shirkers, traitors, the ice-infected, 
and any who question Han's leadership are exiled into the 
deadly forests or seized, stripped, and strung up in cages 
to freeze in the castle square. This rough and callous 
system is accepted by the increasingly cold-hearted people, 
who are driven to greater and greater acts of desperation 
in their struggle to survive. Those people, for the most 
part are still loyal to Hans, but despair and resentment 

are spreading, even in the face of his harsh crackdown on 
dissent. The one ideology that unites all of Arendelle is a 
near-religious devotion to the "martyred" Princess Anna, 
and not a dwelling exists without a portrait of her. It's his 
connection to Anna and his "loss" of her to Elsa that, more 
than anything, keeps the populace sympathetic to Hans. 


WANDERING OAKEN'S TRADING Post 


That population of Arendelle quickly exhausted the 
available food and firewood, necessitating a constant series 
of expeditions into the forests for supplies--expeditions 
that often return cold and empty handed, if they return at 
all. Wandering Oaken's was previously a sauna-equipped 
trading post on the road to the forest and the ice fields. It 
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has been converted to an armed stockade, and is the main 
launching point for the supply expeditions to those forests. 
The road from Wandering Oaken's to the village is the 
lifeline of the populace, and securing it is a constant battle 
with Elsa's forces, the increasingly hungry wolves of the 
forest, and the endless winter. 


THE VALLEY OF THE LIVING ROCK 


An island of warmth in the middle of the frozen 
kingdom, the Valley of the Living Rock is protected by 
both its natural steam vents and the magic of its Firbolg 
inhabitants. Hans has been talking up the Firbolg as allies 
of Elsa, claiming to have found documents showing they 
corrupted her as a child with their magic. Hans is using 
this as an excuse to prepare for invasion of the Valley, 
reasoning that its natural warmth make it a desirable 

new home for his Kingdom. The Firbolg are prepared 

to help the humans of Arendelle, but know too much of 
Hans's true nature to let his Kingdom relocate to their 
valley. Kristoff, a human foundling raised by the Firbolg, 
witnessed Princess Anna's death and knows that it was 
Hans who was truly responsible. Kristoff escaped Elsa's 
icy fury and now leads a group of humans who fled from 
Hans's rule. He works to rescue the exiled and smuggle 
out the dissidents awaiting execution, using the Valley as a 
base of operations. 


THE NORTH MOUNTAIN 


Always a forbidding place, the mountain and the lands 
around it are now a truly eerie land of ice and cold. Forests 
of frozen trees are full of animals made of solid ice. The 


castle itself is a massive geometric ice structure full o 
scores of empty rooms, silent except for the trudge of Elsa's 
snow golems and ice zombies. The only rooms that show 
any signs of life are Elsa's rooms, her laboratories, and the 
shrine built around Anna's frozen body. People captured 
by Elsa's servants are brought here, where she experiments 
on them, freezing and thawing them in the hopes of 
perfecting the thawing process and someday freeing Anna. 


The mountain territory is the primary remaining source 
of firewood, hunting, and foraging, so expeditions from 
Arendelle regularly brave the dangers. Some never return, 
and some return changed, infected with Elsa's mystical ice 
shards, slowly changing into more of her subservient ice 
zombies. 


ARENDELLE WAS NOT ALWAYS LOCKED IN ICE AND 
SNOW. ITS TROUBLES BEGAN YEARS AGO AT QUEEN 


ELSA’S CORONATION. THE PEOPLE CALL HER AN “ICE 
WITCH,” ALTHOUGH FROM MY RESEARCH I DO NOT 
BELIEVE HER TO BE A LITERAL WINTER HAG; SHE IS 
FAR TOO POWERFUL FOR A HAG WITHOUT A COVEN. 
IT SEEMS MORE LIKELY THAT SHE IS SOME FORM OF 
WATER GENASI OR ELEMENTAL SORCERER. ARENDELLE 
HAS BEEN CUT OFF FROM THE OUTSIDE WORLD FOR 
YEARS, AND ELSA HERSELF WAS SOMETHING OF A 
RECLUSE UNTIL HER CORONATION, GIVING HER LITTLE 
ACCESS TO OUTSIDE CHANNELS OF ARCANE STUDY AND 
MAKING AN ELEMENTAL HERITAGE MORE LIKELY. 


AT ANY RATE, AN ALTERCATION WITH HER SISTER, 
Princess ANNA, CAUSED ELSA TO UNLEASH HER 
POWERS AND PLUNGE THE DOMAIN INTO ETERNAL 
WINTER BEFORE SECRETING HERSELF AWAY ON THE 
NortH MounTAIN. WHEN ANNA ATTEMPTED TO 
CONFRONT HER, ELSA FROZE HER SISTER TO SOLID 
ICE, THEN LOOSED AN EVEN GREATER BLIZZARD UPON 
THE REALM—OSTENSIBLY TO PUNISH THEM FOR HER 
SISTER’S DEATH, ALTHOUGH IT SEEMS THAT ELSA 
ALONE BEARS THE BURDEN OF GUILT FOR IT. TO 

THIS DAY, ELSA REMAINS LOCKED IN HER PALACE, 
FREEZING ANYONE FOOLISH ENOUGH TO APPROACH HER. 
UNFORTUNATELY, AS THE SHORTAGE OF SUPPLIES IN 
THE CAPITAL CITY DRIVES THE ARENDELLIANS FARTHER 
AND FARTHER AFIELD TO FORAGE, THEY INEVITABLY 
INFRINGE UPON HER SOLITUDE AND FACE HER WRATH. 


WITH BOTH MEMBERS OF ARENDELLE’S ROYAL 

FAMILY EITHER CORRUPTED OR DEAD, RULERSHIP HAS 
FALLEN UPON ANNA’S WIDOWER, KING HANS, WHOSE 
CONNECTION TO THE BELOVED, MARTYRED PRINCESS 
GIVES HIM INCREDIBLE POPULARITY. SOME WHISPER 
THAT HANS RESENTS BECOMING KING AT THE VERY 
MOMENT THE ONCE-PROSPEROUS ARENDELLE BECAME 
NOTHING WORTH RULING OVER, BUT IF THAT IS THE 
CASE, I DOUBT ANYONE CAN BLAME HIM...PARTICULARLY 
SINCE, REGARDLESS OF TITLES, ALL KNOW THAT ELSA 
IS THE TRUE QUEEN AS LONG AS WINTER REIGNS. 


ELSA 


Gifted from birth with incredible power over ice and 
cold, Elsa was raised to fear the potential danger of her 
powers, and thus to hide herself away from the world, 
suppressing her emotions. Her powers were revealed at 
her coronation, and in the chaos of the days that followed 


she accidentally implanted a shard of ice in her sister Anna. 
The shard grew, freezing Anna's heart and transforming 
her into pure ice, with her death blamed on Elsa. Neither 
Elsa nor the people of Arendelle know the truth: that 
Anna's "husband" Hans was the one who killed her in a bid 
to seize power. Elsa lashed out in rage, freezing dozens 

of people at Arendelle castle and taking Anna's frozen 
remains back to her palace on the North Mountain, as 

the Mists brought Arendelle into Ravenloft. Elsa's grief 
and rage fuel a howling, never-ending winter storm that 
has killed hundreds of other citizens of Arendelle through 
starvation and cold. Those who die thusly are the lucky 
ones, as Elsa always needs new people to experiment on in 
her futile quest to thaw and restore Anna. 


ELsa's POWERS AND DOMINION 


Elsa has stats similar to a the Brittle Maiden form 

of Auril the Frostmaiden (Icewind Dale: Rime of the 
Frostmaiden), but with the following special powers 
stemming from her supernatural connection to Arendelle. 


"Do You Want to Build a Snowman?" Elsa can create a loyal 
and obedient Snow Golem once a day. 


"I Am One With the Wind and Sky." Elsa can cast Shape 
Water and Control Water at will, but effecting ice 
instead of water. 


"Beware the Frozen Heart.” Elsa can crate shards of 
magically charged ice. If someone is infected with one 
those shards, they must make a DC 15 Constitution 

Save. Ifthe target fails the save, they begin manifesting 
symptoms of infection, and in 1d6+2 days they transform 
into an Ice Zombie. See Appendix A for details. 


Closing the Borders. Elsa closes the borders by surrounding 
Arendelle with an impassible, white-out blizzard. 


ELsa's TORMENT 


Elsa spent many years believing that she wanted to be left 
alone, and letting her fear dissuade her from all of Anna's 
attempts to connect. Too late she saw how wrong she 
was, and now she desperately works to save the sister she 
blames herself for freezing. Anna's memory and the guilt 
over her years of rejecting Anna will always haunt her, 
and she hears Anna's sobs in the howling of the wind. 
She chooses to express her guilt as rage, striking back at 
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the people of Arendelle and justifying all of her atrocities 
against them as their punishment for driving her away at 
the coronation. Her experiments will never succeed, and 
the only way she could thaw Anna would be to accept her 
own guilt and ask for Anna's forgiveness, an act of pure 
love that would melt Anna's frozen heart. But Elsa will 
never do that. 


ROLEPLAYING ELSA 


Personality Trait. "It’s time to see what I can do, to test the 
limits and break through." 

Ideal. "No right, no wrong, no rules for me. I'm free" 
Bond. “Tm alone but I’m alone and free." 

Flaw. "| don’t care what they're going to say. Let the 
storm rage on; the cold never bothered me anyway." 


ADVENTURES IN ARENDELLE 


By USING VARIOUS SPELLS OF MOVEMENT AND 
CONCEALMENT BESTOWED UPON ME BY MY PATRON, I 
WAS ABLE TO INFILTRATE ELSA’S PALACE, ALTHOUGH 

I poust THAT I WOULD HAVE BEEN ABLE TO ENTER 
UNDETECTED IF SHE HAD NOT BEEN DISTRACTED. HER 
PALACE WAS A CRYSTALLINE MARVEL, AS BEAUTIFUL AS 
IT WAS COLD—MUCH LIKE ITS MISTRESS. HUNDREDS 
OF INTRICATELY CRAFTED ROOMS STOOD EMPTY, SILENT 
BUT FOR THE HOWLING OF THE WIND AND THE SLOW, 
HEAVY FOOTFALLS OF HER SERVANTS. 


I MADE MY WAY THROUGH THE HALLS OF THE CASTLE, 
PAST ENORMOUS SNOW GOLEMS AND FROST-RIMED 
ZOMBIES, MAKING SURE TO AVOID THE ONES WHOSE 
EYES WERE PARTICULARLY ENCRUSTED WITH Ice; I 
HAD HEARD THAT ELSA GRANTED THEM POWERS BY 
TARGETING CERTAIN PARTS OF THEIR BODY WITH 

HER SHARDS, AND I DID NOT WANT TO RISK THE 
POSSIBILITY THAT FROZEN EYES GRANTED ELDRITCH 
SIGHT THAT WOULD PIERCE MY MAGICAL CONCEALMENT. 
AT LAST, I ARRIVED AT THE ICEBOUND HEART OF 
THE PALACE. 
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Princess ANNA STOOD ON A PLINTH IN THE CENTER 
OF ELSA’S LABORATORY, LOOKING FOR ALL THE WORLD 
LIKE A PERFECTLY CARVED STATUE OF ICE, AND AROUND 
HER WERE VARIOUS TABLES AND ENCLOSURES—SOME 
HOLDING PEOPLE, OTHERS HOLDING ICE ZOMBIES 

OR FROZEN STATUES. THE FLOOR WAS COVERED IN 
SOMETHING THAT I ALMOST DIDN’T RECOGNIZE AT 
FIRST, AS IT WAS SO OUT OF PLACE IN THE CASTLE: 
LIQUID WATER. As I WATCHED, ELSA APPROACHED 
ONE OF THE STATUES AND RAN HER HANDS OVER IT, 
ONLY FOR IT TO MELT BENEATH HER TOUCH. WITH A 
SNARL OF FRUSTRATION, SHE MOVED ON TO ANOTHER; 
THIS ONE’S LIMBS JERKED INTO MOVEMENT, ITS MOUTH 
OPENING AND CLOSING LIKE A FISH’S, AND IT ROSE 
FROM ITS TABLE AND SHAMBLED TO JOIN ITS FELLOW 
UNDEAD. I COULD SEE FROM THE QUEEN’S FACE THAT 
THIS WAS NOT THE OUTCOME SHE HAD WANTED, BUT 
AFTER SOME TIME OBSERVING HER, THESE SEEMED TO 
BE THE ONLY TWO RESULTS THAT SHE COULD MANAGE. 
AT LAST, SHE SLUMPED AT THE FOOT OF ANNA’S 
STATUE, LOOKING DEFEATED, AND I cREPT AWAY. І 
HEARD A WOMAN’S VOICE SOBBING ON THE WIND AS 
I MADE MY ESCAPE-NOT ELSA’s. IT MAY HAVE BEEN 
ONE OF HER VICTIMS, BUT THE TONE WAS NOT ONE OF 
FEAR OR PAIN; IT WAS OF BONE-DEEP SORROW. 


ADVENTURE HOOKS FOR ARENDELLE 


There are few who would choose to come to the starving, 
frozen land of Arendelle, but there is great profit for 
those who brave its winters. A number of nobles and 
dignitaries of other lands were guests at Elsa's coronation 
and thus trapped in Arendelle. Their families have wealth 
and power enough to hire and guide Adventurers to 
rescue some of those unlucky guests. King Hans himself 
is desperate for supplies and resources from the outside 
world and will pay very well for them. In Arendelle, gold 
and jewels are nothing compared to food and medical 
supplies, and a Wand of Fireballs is worth its weight in 
platinum. 


ARENDELLE ADVENTURES 


Most of the Adventures in Arendelle are going to be 
generated by the conflict between the humans and Elsa's 
forces. Hans will pay well for skilled Adventurers to guard 
a supply delivery to Wandering Oaken's, lead a foraging 
expedition into Elsa's territory, then bring the foraged food 
and firewood back safely to Arendelle. This could be an 
excellent one-shot adventure. A multi-session adventure 
that has deeper engagement with the story can also begin 
with Hans hiring the PCs for a mission, but a mission more 
significant then "forage for supplies." Perhaps he hires 
them to scout the Valley of the Living Rocks, where they 
can meet Kristoff and learn the truth about Hans. Perhaps 
he hires the PCs to recover the crown of Arendelle from 
Elsa's ice palace to shore up his claim to the throne. In this 
case, the PCs have a more treacherous mission to the heart 
of Elsa's domain, and perhaps an encounter with Elsa. 


For a major, multi-session, status-quo altering adventure, 
Hans could hire the PCs to retrieve Anna's frozen remains 
from Elsa's palace. He wants her in Arendelle to reinforce 
his own authority by playing up the devotion the people 
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feel to Anna. This mission would bring the PCs into 
direct, hostile conflict with Elsa herself. Kristoff could 
encounter the PCs on their journey to Elsa's palace and 
tell them that the Firbolg could actually thaw Anna. 

The climax of the adventure could be a multi-side battle 
between Elsa's forces, Hans' forces, and the PCs allied with 
Kristoff and the Firbolg. If the PCs are successful, the 
Firbolg can temporarily thaw Anna long enough for her 
to reveal Hans is the one who murdered her, then turn the 
people against Hans. Hans is not the Darklord, so the PCs 
have the chance to overthrow him. The Firbolg would 

be much more open to taking in or otherwise helping the 
people of Arendelle under different leadership, so the PCs 
can make a real difference in improving the lives of the 
people of that land (without reducing Elsa's torment). 


DREAD POSSIBILITIES. 


Frozen is a very popular movie, and Elsa is a very popular 
character. Many people see themselves or their loved 
ones in her, and thus you or your players might not want 
to have her be the monstrous, callous darklord we have 
presented. You can still use this basic setting and some of 
these plot ideas if you make Hans the arklord. 

In this case, Elsa still blames herself for Anna's death, and 
her grief is a cause of the eternal raging winter that is 
freezing the nation. She is not experimenting on people 
and making Ice Zombies; she only has Ice Mephits and 
Snow Golems as servants. She attacks (non-lethally) the 
foraging parties from Arendelle because she interprets 
them as invaders, coming to kill her, and not without 
reason. The PCs can still be hired by Hans for various 
missions that we have described, and still get involved in 
the conflict between him and Elsa. 


Hans's Torment is that he has become absolute, 
unquestioned king of Arendelle at the very moment 
Arendelle became a freezing, starving wasteland. He has 
stats similar to a Noble, and his Darklord powers are 
Charisma based, having the inherent ability case Charm 
at will and Advantage on Charisma (Persuasion) and 
Wisdom (Insight) rolls. 


In this version, the PCs cannot really overthrow Hans 
or end the winter (as his reign is part of his Torment) 
but they can thaw Anna and save Elsa from her grief 
(decreasing the storm and making life a little better for 
the people). 


In this version, the frozen Anna is still at Arendelle castle, 
and the PCs can (perhaps under the guidance of Kristoff 
and the Firbolg) rescue her and take her to Elsa's castle. 

If the PCs can persuade Elsa to accept her grief and ask 
Anna's forgiveness, that act of love can heal Anna and can 
melt Elsa's frozen heart. 
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Exsa's ICE ZOMBIES 


As part of her powers, Elsa has learned to make magical shards of ice. These can range from sword or dagger-sized icicles to 
specks no bigger than a snowflake, and some of the flurries swirling around her palace thus carry a far greater danger than 
normal cold. If someone is pierced by one of these shards, the cold begins to spread through them, magically transforming 
them into ice zombies subservient to Elsa's commands. If someone is pierced, they must make a DC 15 Constitution save. 
If they fail, an hour later they begin manifesting Infection Symptoms depending on where the shard first pierced them. 
After 1d6+2 days, the Infected victim fully transforms into an Ice Zombie, hostile to humans and totally obedient to Elsa's 
will. This transformation can be stopped if the victim is given a Greater Restoration or Remove Curse spell before they fully 
transform. Ifthe victim is given a Lesser Restoration spell, then the transformation is delayed an additional day. 

For the Ice Zombie, use Zombie but with the following changes: Their Slam attack does Cold damage, they are Immune to 
Cold damage, and Vulnerable to Fire damage. 

In addition, each zombie has a special ability based on where they were initially infected with the magic ice shard. 


Ice ZOMBIE TYPES 


Zombie Type Infection Symptoms. Zombie Ability 
1: Frozen Sight Тһе victim begins to see only the evil and uglinessinthe Тһе zombie’s eyes are frozen, and it can see a target’s 
world. weaknesses and fears. Successful attacks by this zombie do 


an extra 3 (1d6) psychic damage. 
2: Frozen Hands The victim’s hands become freezing cold, and they wither The zombie’s hands are made of ice. In addition to their 


any plants they touch. normal Slam attack, the zombie can use an action to make an 
ice blast attack. Ranged attack. +3 to hit, range 80 ft./320 ft., 


one target. Hit: 5 (1d8+1) cold damage. 
3: Frozen Voice The victim’s voice gets quieter and quieter, and begins In addition to their normal Slam attack, the zombie can use 


hurting people that hear it. an action to scream with the sound of ice cracking. Ranged 
attack. +3 to hit, range 80 ft./320 ft., one target. Hit: 4 (1d6 + 
1) thunder damage. Ona successful attack, the Target must 


make a DC 13 Dexterity save or be knocked Prone. 
4: Frozen Flesh The air around the victim becomes colder and colder, The zombie has ice frozen around their flesh, giving them an 


freezing any adjacent water. AC of 14. 


5: Frozen Heart The victim becomes coldly brutal and violent to others, and Cold radiates from the zombies’ hearts, healing their wounds. 
fires within 30 feet of them go out. At the end of their turn, if they have at least 1 hp left, they 


regenerate 3 hp. 
6: Frozen Mind The victim’s behavior becomes mechanical and repetitive. The zombie can plant the feeling of intense cold within their 


victims. Оп a successful attack, the target must make а 
DC 13 Wisdom save. If the target fails the save, they are 
Vulnerable to cold damage until the zombie is defeated. 
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I GAVE AS MANY OF MY SUPPLIES AS I COULD TO 

THE FEW ARENDELLIANS WHO HAD HELPED ME BEFORE 
LEAVING, KNOWING THEY WOULD CONSUME THEM AS 
QUICKLY AS POSSIBLE BEFORE KING HANS CAUGHT 
THEM AND MADE AN EXAMPLE OF THEM FOR HOARDING. 
UNLESS THE FIRBOLGS SHARE THEIR FAR MORE 
BOUNTIFUL RESOURCES WITH THE HUMANS, I CAN SEE 
NO HAPPY ENDING FOR THEM—AND GIVEN THEIR GREED 
BORN OF DESPERATION, I CAN HARDLY BLAME THE 
FIRBOLGS FOR NOT DOING SO. THE ONLY OTHER HOPE 
WOULD BE KILLING OR THAWING THE HEART OF QUEEN 
ЕА; I ро NOT KNOW WHICH OF THOSE TWO WOULD 
BE LESS IMPOSSIBLE. 


I HAD TO MAKE A STOP IN THE BLESSED WARMTH 
OF DARKON BEFORE CONTINUING ON MY WAY TO THE 
NEXT DOMAIN ON MY ITINERARY, AS IT CAN ONLY 

BE ACCESSED BY SEA, AND ARENDELLE’S PORTS 
ARE LOCKED IN ІСЕ. I ONCE AGAIN FOUND MYSELF 
CHARTERING A SHIP TO REACH THE NEXT DOMAIN ON 
MY ITINERARY, BUT THIS ONE WAS A SKIFF SMALL 
ENOUGH FOR ME TO PILOT MYSELF. HOLDING A 
PIECE OF EIGHT AS A MIST TALISMAN, I PREPARED 
TO TAKE THE HELM AND CHART MY OWN COURSE, 
TAKING COMFORT IN THE FACT THAT DESPITE THE 
DEADLY COLD OF ARENDELLE AND ITS MISTRESS... 
Гм STILL HERE. 


REGARDS, 


E 


THESE LANDS ENSURE THAT THE UENIZENS WITHIN SHALL 
NEUER URTAIN WHAT THEY TRULY DESIRE. BE IT THE 
THIRTEENTH SON WHO DESIRES TO RULE WIS OWN Kinonun, 
ONLY TU BE GRANTED DOMINION OVER A FROZEN TUNDRA 
WITH UANQUISHING RESOURCES OR A SIBLING WHO CAN 
ONLY GRANT FALSE LIFE TU HER BELOVED SISTER. ГТУ 
THAT Queen ELSA'S POWERS 00 NOT CREATE TRUE LIFE 
AS WAS RUMORED, BUT MERELY WHAT MANY REFER ТЇ 

AS MOCKERIES OF LIFE. ТЇШЇ AND ZOMBIES ARE POUR 
SUBSTITUTES FOR TRUE RESURRECTION. 

Can ONE TRULY BE HELD RESPONSIBLE FOR ACTIONS 
PERFORMED IN ШЕР? FOR THE LOSS OF ONE'S FAMILY 
CAN BREAK EUEN THE COLDEST OF HEARTS. One WONDERS 
WHAT MY LITTLE SERUANT WOULD HAVE DONE IF HER DEAR 
BROTHER S SACRIFICE HAU NOT REEN PREVENTED? ШШ 
SHE TOIL ON WITH HER ШЕР UR BE CONSUMED BY IT? 
ШИШ THE GUILT OF THE CIRCUMSTANCES THAT LEAU ТЇ 
HIS DEATH GMAW AT HER Consciousness? One can OnLy 
SPECULATE IM YOUR CASE, BUT THE Queen OF ARENDELLE 
SHALL CONTINUE HER EXPERIMENTATION IN VAIN, FOR 
WHAT OTHER CHOICE DUES SHE HAVE? Fuen A FRACTION 
OF A MOMENT IN WHICH SHE MAY SUCCEED COULD BRING 
BACK HER SISTER AND QUELL HER DESPAIR, 
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OTHER WORKS: 


This domain write-up is based on Episode 6 of our podcast 
"Wonderful World of Darklords." It's а monthly podcast 
where we adapt a Disney movie into a Ravenloft Domain 
of Dread. You can find it at 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


For more “adapted media into horror gaming." I’ve 
adapted John Carpenter's 1980 nautical horror film “The 
Fog” for three adventure settings. Something in the Fog 
is setting neutral, Fog Over Saltmarsh for Ghosts of 
Saltmarsh and Fog over Barovia for Curse of Strahd. 


https://www.dmsguild.com/product/387249/Something- 
in-the-Fog/?affiliate_id=241770 


https://www.dmsguild.com/product/359994/Fog-over- 
Saltmarsh?view_as_pub=1 


https://www.dmsguild.com/product/359997/Fog-Over- 
Barovia?view_as_pub=1 


Speaking of John Carpenter, Ї also adapted the original 
1978 "Halloween" for two settings. "You Can't Kill the 
Boogeyman" is setting neutral and "Barovian Boogeyman" 
is for Curse of Strahd. 


https://www.dmsguild.com/product/385363/You-Cant- 
Kill-the-Boogeyman/?affiliate_id=241770 


https://www.dmsguild.com/product/385365/Barovian- 
Boogeyman/?affiliate_id=241770 


A final note on John Carpenter, I also adapted "Prince 
of Darkness" (1987) for two settings. Setting Neutral 

("You Will Not Be Saved" and Strixhaven ("Prince of 

Annihilation." 


https://www.dmsguild.com/product/409219/You-Will- 
Not-Be-Saved?affiliate_id=241770 


https://www.dmsguild.com/product/409215/Prince-of- 
Annihilation?affiliate_id=241770 


Just to prove I don't only do John Carpenter, I adapted 
the classic story "Legend of Sleepy Hollow" into two 
adventures. Setting Neutral ("Sleepy Hollow") and Curse 
of Strahd ("Headless Horseman of Barovia"). 


https://www.dmsguild.com/product/411750/Sleepy- 
Hollow?affiliate_id=241770 


https://www.dmsguild.com/product/410729/The- 


Headless-Horseman-of-Barovia?affiliate_id=241770 


If you're the kind of person running spooky adventures, 
and you know kids, there’s a good chance you're in the 
market for Halloween and spooky stuff that’s kid friendly. 
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Та like to pitch Rachel’s amazing Halloween Mother 
Goose book. 


https://www.amazon.com/Mother-Ghost-Nursery- 
Rhymes-Monsters/dp/1585363928/ 


For more D and D specific spooky kids stuff, Rachel and I 
wrote a guide to children’s horror games. We go through 
each of the “Genres of Horror” from Van Richten’s Guide 
to Ravenloft and discuss how to adapt them for young 
players. We look at examples of each genre from books, 
shows, or movies of children’s horror, and then discuss 
adapting a couple famous children’s horror stories into D 
and D adventures. This is going to very useful for running 
any of these Disney Ravenloft adventures for kids. 


https:// www.dmsguild.com/product/369751/Ravenloft- 
Gives-Me-Goosebumps-Genres-of-Horror 


On the topic of kid’s horror, I did a guide to running a 
more young player friendly version of Curse of Strahd 
with guidelines on horror-themed games for young players 
(ages 8-12) called “Strahd gives me Goosebumps.” It can 
be useful for running with adults if you have some players 
who are not comfortable with all the child murder. 


https://www.dmsguild.com/product/348639/Strahd- 
Gives-Me-Goosebumps?view_as_pub=1 


Speaking of Curse of Strahd Гуе also got a re-write of 
Death House for Curse of Strahd on the DMs guild. 

It’s made to be a better introduction for new players. 

It’s a totally new, tighter, less lethal ghost story (the 
chambermaid is the stepmother is the murderer is the 
boss ghost, no cult, no dungeon) with ghost PC rules and 
resurrection at the end. 


https://www.dmsguild.com/product/311769/Another- 
Death-Another-House 


Happy Gaming! 
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